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The trumpets sound. The
flag is raised. The doves
take to the sky.

The loeng-awaited spec-
tacle of The Winter Games
is about to begin. And this
time youTe in the limelight
— as one of the world’s
greatest winter sports
contenders.
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The Place: Calgary, Alberta,
Canada,

The Time: \Winter, 1988,
The Event: The Winter Games,

Mo other infernational sporting
event captures the hearts and
imaginations of peopla the world
aver guite as much as the Winter
Gomes.

The: backdrop of snow-capped
pedks, The glow of flushed faces of
the young athlefes. The sparkle
of the snow, ice and glistening
northern sun. s all part of the
spectacle and pageantry of the
Winter Gormes,

And youre a major part of all
the excitement! You cornpete in
four different events: HOT DOG
AERIALS, SPEED SKATING, FIGURE
SKATING and the BOBSLED. Each
requires a different set of skills,
strengths and styles, But all require
disciplined, dedicated training.

In the HOT DOG AERIALS, youTe
up against the world’s fop ski
jumpers. Where guts, grace and
precision are your measures of
suCCess.

In SPEED SKATING., strength and
endurance are what it takes fo put
you ahead of the game.



FIGURE SKATING takes perfact
tirming. Aleng with exceptional
style and form.

And the BOBSLED, the most hair-
raising of all the avents, puts you
on a collision course — where
evary turn Is a test of reflexeas, timing
and nerves.

1. Make sure the power switch
Is OFF.

2. |nsert the WINTER GAMES™
CARTRIDGE os described in your

The more you practice, the
higher you're going 1o place. When
yiou think youte ready, choose your
counfry and register your name.
Then go for the golal

WINTER SAMES™ will keep track
of yvour scores. Plus, if yvou break a
“World Record,” yvour name will
be added to the special World
Records screen.

MIMTEMDO ENTERTAIMMEMT
SYSTEM® manuc.

3. Turn the power switch ON.

OPENING CEREMONY

Cnce you complete the above
steps, vou'll find voursalf in the
middle of the spectacular opening
caramony. You'll witness the lighting
of the symbalic: fire that burns
constantly throughout the WINTER

The following illustration shows
you the control points on your
MINTEMDO EMNTERTAIMMENT SYSTEM®
confroller. Throughout this instruc-
fion book we will refer to these
controls by the names indicated in
this illustration.
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SAMES. Andd you'll see the release
of the white doves that represant
wiord pedce.

Onee the fire has been lif,
proceed to the OPTIONS SCREEN
by prassing the START BUTTON.

THE CONTROLLER

COMTROLLER

SELECT J |— START
BUTTCIM BUTTON
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TO MOVE RIGHT OR LEFT — Press
the CONTROLLER RKGHT or LEFT.

TO MAKE A SELECTION — FPress
BUTTCM A,

TO GO ON TO THE NEXT EVENT —
Fress BUTTOMN A,

TO RETURN TO THE OPTIONS
SCREEN AT THE END OF A PRAC-
TICE SESSION — Press BUTTOMN A,
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TO PAUSE — Press the START
BUTTOM,

TO RESTART — Fress the START
BUTTOMN cgain,

NOTE: See descriptions of
indivicual events for cormplete
controller instruchions,

Once you press the START To select an option, move the
BUTTOM, yvou will select from five pointer on the screen by pressing
different game play options. the COMTROLLER ARROWS UP or
They are: DOWN. Once the pointer is next 1o

the option of your choice, press
BUTTOM A

Here's whiat yvou'll find within
aach ophion:

Compete in All Events
Compete in One Event
Practice Events

See World Records
Opening Ceremony



COMPETE IN ALL EVENTS
First you'll register your name and
choose your country, Here's how:

1 Player
2 Ploxyer
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Con, USSR Jop.

1.) To select the number of
players, move the CONTROLLER
until it points 1o the numiber of
players you want, Then press
BUTTOM A,

2.) To choose your country, move
the controller RIGHT or LEFT until
the arrow points to the country
you wish to represent and prass
BUTTOM A,

3.) To enter your name or initials,
point the armow fo the dasired
letters by moving the CONTROL-
LER to the RIGHT or LEFT. Then
prass BUTTON A for each letter
selection. (You can enter up fo
four letters)

NOTE: To ercse q lefter
selection, select the blank box
and press BUTTOMN A.

4.) To begin the event(s), point
the arrow to END and press
BUTTOM A,

COMPETE IN OMNE EVENT

Enter the player number, country,
and name or Initials as described
above,

Then, to select an event, rmove
the pointer on the screen by press-
ing the CONTROLLER ARROWS UP
of DOWIN. Once the pointer is next
to the event of your choice, prass
BUTTOMN A,

PRACTICE EVENTS

This is the same as COMPETE IN
ONE EVENT, doove — except that
vl don't enter the country or
Name, $0 No scores are saved,

When practicing SPEED SKATING
and FISURE SKATING, vou auto-
matically go back to the OFTIONS
SCREEMN when your practice trial is
completed.

When practicing HOT DIOG
AERIALS and the BOBSLED, you'll be
asked if you want 1o fry again, Press
BUTTOM A to answer “YES.” Prass the
DOWN ARROW fo select "NO” and
then press BUTTON A fo returm to
the OPTIONS SCREEM.

SEE WORLD RECORDS

Throughout bath competition
options (COMPETE IN ALL EVENTS
and COMPETE IN ONE EVENTT your
scores and fimes are carefully
recorded. To view tham, select
this opticn.



OPENING CEREMONY
To see the apaning ceremaony,
select this option.

the summit. Because theres no
time for changing your mind when
youTe hanging in mid-air!

All four events require a different
set of athletic abilities. But the
goal is always the same: to go for
the gold!

HOT DOG AERIALS

This thrilling dermonstration sport
combines nerves of steel with
precision placement. Plan your
doredevil moves before you ski off

10

To begin your jump — Press
BUTTON A

To control your moves — Press the
CONTROLLER in the direction of
the rmove you warnt to make, (See
illustration below)

CARFY [ 3 EACHK SCRATCH

BACHK FLIF FORWARL: FLIP

nute kick B L)W oy

NOTE: At the end of cny comp-
etition event, press BUTTON A fo view
vour scornes, then press A again fo
go on fo the next event.

In @ practice event, press BUTTON

_Ato go back fo the OPTIONS

SCREEN.

Hot Dog Aerial Scoring —

Your scores will be based on the
number of moves you are able
to perform in one jump. And, of
COourse, on your success in negoticrt-
ing those Mmoves.

Watch your landing. Thers are
no points for falling — no matter
how magnificent your moves are,

A the end of each jump, your
score will be displayed on the
screen. Here is the bregkdown:

STUMTS POINTS
1 Stunt 6.3
1 Flip 12
2 Stunts (Same Kind) 8.7
2 Flips (Same Kind) Q.2
2 Stunts [Different Ones) .6
1 Stunt and 1 Hip 10.0
2 Flips [Different Kinds) 100
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SPEED SKATING

Mo cther self-propeled athlete
can gain as much speed as o
champion speed skater. Reaching
speeds of up to 30 miles an hour,
speed skaters can eaqsily overtake
even the fastest frack runners.

Ag o SPEED SKATING contender,
you'll be racing side-by-side
ogainst o computer opponent,
And in a two-player game, each
player will have his or her own
computer opponent,
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To start the countdown — FPress
BUTTOM A and be prepared to toke
off after you see the countdown
“READY — SET — GO in the lower
right corner of the screen,

To skate — With both of your
thumbs, press the CONTROLLER
RIGHT and LEFT — as if each thumio
wera a skater’s leg. Be sure to use

rhythirmic movernents while building

up to your fastest possible speead,

To pace yourself — Watch your
firme in the lower right cormer of
the screen. Also, you'l skate by a
marker every 100 meters, o let you
know how far you've gone,

LEFT LEG RIZHT LEG

NOTE: At the end of the competi-

tion, press BUTTOM A 1O view your
scores, then press A again to go on
o the next event.

In a practice event, press BUTTON
A 1o go back to the OPTIONS
SCREEN.

Speed Skating Scoring —

There are no point breakdowns
for Speed Skating. The skater with
the fastest time wins the race.
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FIGURE SKATING
It's ana of the most beautiful
events to waich. And one of the
mcst difficult 1o performl

To get the best possible score in
the ene-minute FIGURE SKATING
event, you must demonstrate your
skills by completing af least seven
movernants, The order is up o you.
The excellence of your grace and
form is up to the judges.



To begin skating — Press
BUTTOM A

To skate forward — Frass the
CONTROLLER 1o the right,

NOTE: You must be skafing for-
ward when your fime runs out.
Otherwise you'll fall.

To skate backward — Press the
COMTROLLER to the left and press
BUTTOM A,

To begin a move — Hold down
the COMTROLLER in the direction
of the move you want to moke
[see illustration below] and press
and relecse BUTTON A

To complete a move — Release
the CONTROLLER and press
BUTTOM A again.

SKATE BACKWARD
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CAMEL
af®
e DOUBLE
A AXEL JUNP
SKATE FORWARD

TRIFLE LUTZ JUBAP M M TRIFLE AXEL JUMP
SIT SRIN

DOUBLE
LUTZ JUnF IR

Jumps —
Here are the steps to follow for
eqch of the four jurmps:

Double Axel Jump and

Triple Axel Jump:

Begin by skating forward. Then
hold down the CONTROLLER (in
the direction indicoted above)
cind press ond releqse BUTTON A,

Double Lutz Jump and

Triple Lutz Jump:

Begin by skating bockward. Then
hold down the CONTROLLER (in
the direction indicoted above)]
and press and release BUTTON A,

Spins —
To parfarm a perfect Camel or Sit

« Spin, begin by skating backwards,

Then, while holding the COMTROL-
LER in the UP or DOWN position,

+ press and relecss BUTTOM A,

When performing your spins, try
1o make af least six rofations. Any
l2ss, will riake your performance
awloward, Any mone, will make
Vol dizzy

Camel into Sit Spin:

Begin your Camel Spin as
described above, then hold the
COMNTROLLER in the DOWN position
while you press ond release
BUTTOMN A,

NOTE: At the end of a regular
event, press BUTTOM A fo view your
scores, then press A again to go on
to the next event.

5]



Figure Skating Scoring —

The best possible score is 6.0,
Here are the successful movements
you must complete to attain it:

NOTE: Cnly the first attempt at
each movement complefed within
your one-minute time frame is
sconad,

MOVENMENT POINTS
Camel Spin o
Sit Spin 7
Double Axel Jump A
Triple Axel Jump 11
Couble Lutz K]
Triple Lutz 14
Camel into Sit Spin 1.2
TOTAL SCORE &0 "
FENALTIES POINTS LOST
A Fall —7
Ar crwloward rnovernent =
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. THE BOBSLED

Some say it's the most thrilling of
il Winter Games events. You'll

~ reqach speeds of up to 20 miles

per hour while careening thraugh
hair-raising turns and bumpy
straighfaways,

To start the race — Press
BUTTOM A

To guide your sled — With both of
your thumbs, press the CONTROL-
LER RIGHT and LEFT — fo steer and
to avoid capsizing. Steer hard in
the cpposite direction of your furns.

To reduce speed — Prass the
CONTROLLER DOWMN.

STEER LEFT STEER RISHT

SLOW DOAWTNE



MNOTE: B= sure fo watch both
the mop screaen and the close-up
screen to anficipate and maneu-
ver the curves. Also, keep an eye
on the speead meter, You don'
wiant o go too fast aound those
Tight furns.

Bobsled Scoring —
There are no point breakdowns
for the Bobslad, The one with the

fiostest tinne through the frack wins.

NOTE: At the end of the compe-
titicon event, press BUTTOMN A to view
your scores, then prass A again to
g0 on fo the next event.

In a practice event, press BUTTON
Ato go back o the OPTIONS
SCREEN,

AWARDS CEREMONY

At the end of every event, your
noime, the courtry you represent
and your score will be listed. If
you've won-the Gold Medal —
with the highest scome — your
rarme will appear at the top of the
soreen and the naficnal anthem
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of yvour country will be played.

WORLD RECORDS

Wheneaver a World Record is
Broken, the new record [with the
player’s name and country) is
recorded and displayed on the
Wiorld Records screen.

GO FOR THE GOLD

Yourme among an elite handgful
chosen to represent their countries
in The Winter Games. A combing-
tion of athletic strength, staming
and defermined hard work have
bBrought you here, And its these
sarme gualities that will get you
the gold,

So don't lef go now. You're so
close...

Do it for vourself. And do it for the
millions at hame cheering for you,
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HISTORY OF THE WINTER GAMES SAFETY TIPS

1. Always turn the power off before inserting or removing the GAME PAK

The: first Wirter Games were officially added to The Clympics in from your Nintendo Entertainment System®

1925 in Chamonix, France. Since then, the Winter Games hove been ;

held ot the following locations: 2. This is @ high precision gaome:, It should not be stored in places that are
DATE  PLACE very hot or cold. Store it at room temperature. Never hit it or drop it. Do
1924  Chamonix, France not fake if apart.
1928 St Moritz, Switzerland 3 Avoid touching the terminal connectors. Keep them clean by inserting
1932 Lake Placid, New York ' the GAME PAK in its protective storage case.
19364 Garmisch-Partenkirchen, Germany
1948 5t Moritz, Switzerland 4. Never attempt to take your GAME PAK apart,
1952  Oslo, N 5 ¥ .
192@ CzﬁinaD:E?J 5. Use of thinners, solvents, benzeneg, alcohol and other strong cleaning
1940 Squaw ":.-'rGHB"y’, California agents can damage the GAME PAK,

1944  Innsbruck, Austric
1968  Grenoble, France
1972  Sopporo, Japan

1974 Imnsbruck, Austric
1280  Loke Placid, Mew York
1984  Saorgjevo, Yugoslavia
1288  Calgary, Onfario
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&. Pause for 10-20 minutes after 2 hours or more of continuous game play-
ing. This will extend the performance of your GAME PAK,
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